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the Beginning. the Ancients came 


They traversed (he world before a i others : precec ing even the First Mages, the 
founders at civilization:. Such power had They, (hat Their influence was fully felt by 
□II of creation The Ancients were master seers. Tney pence. ved within every 
iving eeing a spoctrur of destiny; one's path, and its infinite branching. This was 
as natural and easy J orThem as it is fc F one to perceive the spectrum of a rainbow 

This at lity ailowec tie Anc ents groat freedom to do os They chose Gaze T ney 
woud through the turbulent channe s of time without peril Apply They a c such 
clairvoyance to sat sfy The r insatiable desire for knowledge. They fathomed the 
unfathomable and learned the unleamabte The-rac ties were unmatched. 

The- r potential unlimited. Fortunate y, They were not unwise. They *new that so 
■ong as The r perceptions dm not alter the natura path of the cherished word They 
inhabited, They wou d continue in The r entrusted role as its caretakers. 

Thus, interference in the oraer of things was made strictly taboo 


'Th s 'wohd is good for it has not been tainted by selfish action, ' They sad. 

For a long, long tir e, the Andante rcma red 

They cared for 1 ano its inhabrtarts nurturing and encouraging the ever changing 
forms that was life. Peace and harmony m gned for many an age. ano protected 
well was the world cy its caretakers. 

They said This world is good still, as t has not been ta nted by selfish acton 

Sadly however; the ?ru st bestowed upon Them was betrayed . s nd tney were 
forced to leave the world Aid it was a because of One. 

One did not hold in such nigh regard the pnne p es of His pec-ns and fell not the 
duty that H s kind shared. He 'would not keep sacred (fie natural order of the living. 
Ho would man palate the spectrum of destiny to his advantage. No regard He 
gave to any feel nq. save His own To the detriment of the living world He drew 
closer Hrs own desired destny 

The other Anc ents. angered by His selfish and callous behav or moved to punish 
Him Within the very stone of tne mountains . They sealed Him Imprisoned He 
wou d remain, until such time came that He 'would cam tno essence of the nature’ 
order. 





To Him Ibey spcce: “This word was good, bud has been tailed oy selfish acbnn, Kc 
longer can we rema n here. But You. shall remain; impnsoned and alone I ha cycle of 
life, the natural order of (he .wng, shall be You " only means rrf salvalion Only when The 
Gems of fiadjre are Drought (o thes, will You be freed from Ybu r dtflmal, accursed 
existence.' 

1 hen to Him They sobxe no more. 

And thus were fbrTned the !hme Genvs of Nature 

The first was cast nto Ihe wafer, Horn where all life nad sprung. 

1 he second was cast skyward, to be consumeo by cloud and consciousness. 

1 he *,tiird was p aced beneath the earth, where ihe living ccmmitled the lifeless 

And then, (he Anoenas efl (he word. 

Time passed Yet One remamed as He had been: seeing nrth'ng, heanng nothing 
fee ng nothing. 

His nasi r cwiy ebbed hem recollection. 

In true. He nad forgotten Hs own name 
tntime, He became It. 

Slilt ll wailed. 

1 hougn maddeningly pass ve It had rela ned knowledge of Ine spechum of dest-ny, 
and knew of one who- would one day approach. a be ng. . a human being.. „wno would 
seelt hs own dest ny (trough wna( l( had eng since become. 

I L evsn knew what (hi s being would say: 

‘Greetings. I am King Graham of Daventry" 
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Introduction 
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i a time long smce dispensed to legend, there lived ri tie realm of Daventry a 
king cal c-d Graham. Curing his first year as monarch no reigned in solitude. 
Wh le the kingdom prospered uncer his wise rulerahip, he grew ever more lonely 


His recently sworn in minister, Gervain. tried to aid the king by organizing a great 
ba I. Many eligible maidens came from far and wide in hopes of being wooed as 
Graham's bride 


Over the coarse of two long days Graham pedo^med countless formal greetings. 
He wore an endless false smile as he addressed again and again the quest-on of 
dowries, They all came wearing I heir best garments, sme II ing of the sweetest 
scents and flashing their whitest teeth 

B ut the king oou d not warm to any of the women he mc-t They had all come to 
see him. to win h s hand. They had done everything in their power to impress him. 
yet Graham test nauseated by the event For to him ii had become I ttlc more 
lhan a twisted contest, with himself as the grand pbze for the finest spec men. 
The oal ended, the maiaens and their once hopeful families went home. Graham 
sought refuge In ttie place where he had ruled for only a year thus far tending to 
his kingdom with but half a heart. 

One such Cay came and to und him sitting on his throne in solrtude. Iso a ted. with 
his thoughts, he dwelt ovc-r the seemingly eSerna emptiness he fell. He hadn't 
even noticed ihat Gervain had entered the throne room, and was just now speaking 
to him... 



Hi 

j 






(Please skip if you are oat famil ar wifri liie original "King s Quest I! j 


p * f you have playod "King's Quest i : Remaning the 7 hrcne',you will undoubtedly find 
great dispanly between hat game, and tnis one. Whi e "K ng's Quest II: Romancing the 
Senes' is based (rather loose y I on the anginal, it strives to expand on its predecessor’s 
concepts and iceas and aims tc provide you -.vilh fresh and original story elements. 

The oasic plot is tne same: King Graham, loney of nearl. sets out ta find a woman 
worthy of being he Unde. Afler seeing a vison ot her n the magic minor, his journey 
Lakes hm lo he land of Kolyma, whe _ e he must f no three keys (of a sort) to help him 
unlock the door tc a mystical land. In tha! lane, stands a tower in which a beautiful 
maiden awaits her rescuer. Along Ihe way, he wi I have many adventures, and 
encounter many creatures; from tnalof he sea, to hat of the undead? 

Be prepared however, for a number of enchanting, exciting and dangerous new plot 
Lw stsl Al&a.you will meei.a number at anginal chambers, exp ore many unique areas, 
and salve an a'naycf intriguing puzzles. 

'A'e nope that you enjoy playing this game as much as we did making it. Perhaps 
Kira's Quest 11" may now lake Is place alongside the fourth and sixth in the senes: the 
games that, tor us defined the pinnacle of adventure gam ng in this genre. 

T ierra Entertainment 

mi 
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Installation 

// 

I r f r ake certain that no windows are open on your desktop 
and quit any other applications you may have running. 

Insert the KING’S QUEST 2 VGA disc into your CQ-RGIY 
drive. 

Click the Start button and select 'Run' from the menu. Then 
select your CD-ROIVS drive and use the 'Browse' Button to 
locate the KQ2INSTALL.EXE program. Double click it 
to begin the game's installation process. 



\ Read the Information disclaimer screen and then press the 
'Next' button to continue. 

■ You will be prompted to select a destination directory to 
install KING'S QUEST 2 VGA into. The default location 
is: C:\ Prog ram FilesITlerra'iKQavGA (The letter of your 

hard drive may be different.) If this is not where you want to 
install the game please specify a different driveflocation. 

The progress bar will begin to move, indicating that the 
game files are in the process of being installed. Please 
wait a few moments until the bar reaches 100%. 


if setup was successful, you will see a message telling you 
so. You will now see two options: 

] Wew Readme: 

It’s strongly recommended that you view Line readme 
to see the latest game information. 



Lai/ncfr the KING'S QUEST 2 VGA menu launcher: 

Opens the menu launcher which allows you to run 
the game, select game options, visit the Tierra 
website or read the manual. 



Installation 


^ ,^he Gp'jons aval lab e on Lne Launcher menu are as fallows: 

FT] PLAY GAME 

Start playing KING'S QUEST 2 VGA. 

[7] OPTIONS 

Allows you to change various game sellings, such as screen 
resolutions and sound devices. 

i V ] READ MANUAL 

Allows you to read the manual tor the game 

[v ] TIERRALOGO 

Takes you id the Tierra website. 

0 EXIT 

Closes the menu and returns you to the windows desktop. 

The game can be accessed at any time, by running either: 
KQ2MENU.EXE 

(Loads the menu launcher), or; 

KQ2VGA.EXE 

(Loads the game directly using current settings). 

MOTE; Bajimt piuying KING'S QUEST 2 VGA. it is m mimo tided that ;mu 
Ins Sail fht bust version of DIRECTX an your system, 

(DirectX not Included on CD). * 

* Dinit LV ran fid tiiwahkitted ffont h-m hi Mu vvwrj/h t om 

Please view the ReaOme.txt file to see the latest Information, not contained 
in this manual. 




|runnin^thegame| 

j7~ 

* /□ install the game, insert the KING S QUEST 2 VGA disc into your 
CD ROM dmre and follow the installation instructions on page 3 


J Once KING'S QUEST 2 VGA is mstailcd, you can run the game 
Soy clicking on the 'Start button and pointing to the Tisrra EnterEamment 
program group where you will find an icon For Ihe game. 

AEtcrnativ:ey you can manually locate fhc- file named KQ2MENU.EXE 
in Ihe game's folder. The menu launcher will appear when you run it. 
You can also click on the KQ2VGA.EXE file in order to run the game 
directly, bypassing the ilauncher menu. 



The Launcher 


Jj 

*J\ 


he- KING'S QUEST 2 VGA menu launch c-r has the fallowing options: 


0 

0 


Play KING'S QUEST 2 : This button launches the game. 

Options Menu; Allows you to select from a variety of sound and 
graphics options. Also allows you to play ihe game in full-screen 
mode or in wir-dowed mode. 


NOTE: KING'S QUEST 2 VGA was designed lo run at 320x200 
screen resolution . Playing the game at higher resolutions will not 
resell in better graphics and may reduce (he frame-rate. 


Unless you experience problems wilh getting the game to start, 
it is highly recommended that you play KING'S QUEST 2 VGA in 
320x200 mode. 


' * 1 Visit Website; Takes you to the Tserra website where you can 
see the latest projects that we are working on. 

i v 1 View Readme: If is strongly recommended ihai you read die 
Information contained In this rile prior lo playing KING’S 
QUEST 2 VGA. It includes tasl minute details and up to date 
Information, which may be importanL 





T>^he KING'S GUEST series was creates by S’erra On-Line, and 
designed oy Roberta Williams. I he anginal Persian of KING'S QUEST !: 
QUEST FOR THE CROWN was first releases in the early SO's, and would 
go on la spawn 7 criUcalSy acclaimed sequels! 


QUEST FOR THE CROWN is ihe very first game In the KING'S QUES'I 
senes. Made in 1984, it originally used Sierra's AGl engine, Which allowec 
only a few colors, had terge pixHated graphics and used PC speaker beeps 
for sound Despite th*s, the game was a b azinq success and, for its Lne. 
showcased technology and features that were previously unseen in any 
PC adventure game 1 


QUEST FOR THE CROWN was icrnace by Sierra in 1990 With Updated 
graphics (EGA - 16 colors} and sound. However, it never received the full 
256-color treatment Ihet many otner Sierra games did. In 2001 we at Tiarra 
Entertainment took it upon ourselves to create a VGA remake ol King's 
Quest I: Quest for the Crown. 

Our remake turned out lo be quite successful - even more so than we had 
ever anticipated. As the news spread across Ihe internet, KQ fans from all 
around the glebe began lo download the game. A year after KOI VGA's 
re ease, eve - haf a million people have downloaded Ihe game? The feedback 
from King's Quest fans around the world, inspired us to star! work on a 
remake of Lhe sequel: King’s Quest 2: Romancing the Throne. We've changed 
the subtitle Id 'Romancing Lie Slones' to more accunalley ref set the revamped 
plot., but the premise of tne game ts still the same as the original. 


King's Q'uesLI : Quest For I he Crown ( 1084) 

Qnq In a illy commissioned by • BM as a showpiece for their Ill-fated IBM PQr 
Roberta Williams' King's Quest wou:d on?y Seccme an industry bestseller Lhe 
following year when it was released for Ihe IBM PC and new Tandy 10t)Q 
computers Being Ihe first game to fully support Ihe newly introduced EGA 
color care. King s Quest cieariy demonstrated the supenor Ifi-color 
capabilities of Ihe then $400 optional video card. The player directs game 
action byway of test-based commands (example: "OPEN DOOR") and use of 
the keyboard arrow keys to control Lhe hero's onscreen movements. 

King's Quest I : SCi 

This 199(1 project to revamp (he original King's Quest was widely viewed as a 
critical failure because many reviewers and gamers took offense al what they 
perceived to "deslnoy the classics, " In fact, the project was compared to the 

1 B 1 



The Historyof King's Quest 


conSrcj'/e sial practice of 'colorizing classic black-and-white movies. Valid, 
or not, Uiesereactioris essentially stopped work on future attempts to mode nee 
late- King's Ouest ristall merits In comparing this version to the original it's 
interesting to note how much the addition & the music soundtrack adds to she 
mood of the game. 

Synopsis' 

The King ot Dawenfry is nearing the end o f his life. Tragically, he has no heir 
to carry or the royal line, and be worries that bis kingdom will be left 
without a leader Daventry is already a shadow o : ils forme- glory as she three 
treasures of the f ealm have been lost to the ages. And so i Fie king summons 
i ns bravest knight, Sir Graham and sets him on this quest - return all three 
of the lost treasures, and the throne will -be his. Notan easy task, but the 
recovery of the Mirror, the Chest of Gold, and the Shield will take Sir 
Graham through mythical perils and magica dangers and forge a new kingdom 
from the ruins ot the old! 

King's Quest II Romancing The Throne {15B5) 

Th s sequel to the original King's Quest provided not just a second look at the 
life of King (formerly Sir) Graham of Daventry, it also began a tradition of 
using King's Quest as a training ground for future designers. Future Spa® 
Quest series designers Scott Murphy and Mark Crowe joined the development 
team making this game an even bigger hit than the original. 

Synopsis: 

Sir Graham is now King Graham, inheritor o L ' the Daveniry throne. But he is a 
king w thout a queen and his subjects fsa- the heirless fate which befell his 
predecessor, mat is, until the day when Graham beholds a d r ead'ul sight in 
the magic Mirror - a beautiful woman held captive in a secret tower Smitten 
the king vows to release he r ris search for three mag cal keys will lead him 
to an enchanted land on the other side of the world. To claim his future 
bride. Graham must explore underground caverns eerie towers, and ocean 
wonderlands; ride ’lying carpets; and meet and ir ingle with egendary 
characters like King’ Neptune and Count Draculal 

King's Quest III To heir Is Rumen ; 1 966) 

The release of this product n 1986 was quickly met with loud protests from 
gamers claiming that this King's Quest wasn't really aKing's goes! at all. Because 'i 
focused on a young slave nameu Gwydion and his attempts to escape his evi 
master, pfayers didn't grasp the connecfan between Gwyoon and King Graham of 
Daventry until they' finished the game some months later (This was 
before Sierra began offs ring h.nt books or a hint line : 
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The Histor'ycf 1 King’s O' jest 


I L here that a programmer named .Al Lowe, Ifie future designer a? the Leisure 

Suit Larry series, learned Ihe internals erf adventure game programming. An 
exciting feature of King's Quest III was h automagK mapping". This feature 
was widely promoted or Kings Quest Ill's ntroducton... however, it was 
not included in future King's Quest games, since players' feedback 
indicated t n at il reduced the challenge. This mapping feature was later built 
into Roberta Wiliams Mixed-Up Mo 'her Goose adventure game for children, 
where it was setter appreciated. 

Synopsis: 

Step into the tattered shoes of Gwydion, a young slave whose existence 
has been spent serving tee powerful and evil wizard Manannan But now 
your usefulness to h m is ending, and a landmark birthday approaches -- 
you are certain that Manannan will choose to end your miserable I fe that 
day. With nothing left to lose, you must finaly dare so learn the wizard’s 
magsc spells. explore ihe world outside the lower you've cabled home, and 
ultimately challenge the wizard himself to save your own skin, and discover 
the awesome secret of your own past. 

King's Quesl IV The Penis of Roseila i' I Qfifl) 

"Pits innovative epic invited players to step not into the boots cf the now familiar 
adventure hero King Graham, but instead i- to the soft slippers of his young 
daughter Resells - a befet step for 19BB t when the audience for computer 
games was a most exclusively male. Designer Roberta Williams move to 
attract more female players to adventure gaming was a success, and King's 
Quest IV went on to be one of the most successful games of the year 

From a technical standpoint Kings Quest IV also scored big as the first 
commercial entertenment product to support optional music cards. Hollywood 
composer William GoldStein (Fame) provided the stereo soundtrack, adding 
new dimensions and motion to ihe presematon. King's Quest IV was the f-rst 
3-D Animated At&enture to use Sierra s improved grasses system, and allowed 
the player to use a mouse to move their character around tee landscape. 

Synopsis: 

King Graham is hanging up his adventurer's cap for good: With his beautiful 
queen at his side and his kingdom momentarily at peace, pe prepares to pass 
that symbol of his questing youth to one of nis two children. But before he 
car- speak, he collapses, struck down by a mag:ca: disease! Now his fate 
lies in the handset Ns daughter Rosetla, who must journey to a faraway 
land on a frantic search for the one item that can save your falher from certain 
death. But when Good and Evil vie for tee throne, you can bet that no task is 
as simple as it seems. Soon, tee aifing Faerie Queen has Roseila on 
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a quest cf her own, to stop an evil sorceress from taking over. Only by 
saving the Faeries can Resells save herfather- but who's going to save 
Rosetta from ogres, witches, and ghosts'? 


King’s Quest V : Absence Makes the Heart Go Yonder (1990) 

A computer game or a CD? Unheard of 1 No game since the anginal 
King's Quest had the impact of King's Quest Y which redefined adventure 
gaming sngame play design and overall presentation. Jt was Siena's first 
milfkjn-dol ar-plus devetopment effort. Designer Roberta Williams assembled 
an unequal ed team of animators, artists, musicians and programmers to 
make the project a reality. A new interface was designed to appeal to a 
larger audience, and extra efforts wera taken to make the game an attractive 
entertainment venture for every member of the family No more typing "open 
the door" -- now the player could s mply use their mouse to click a hand" 
cursor on the door Sales of King's Quest V during its first year shattered all 
known records for computer games. Led oy Emmy aware -‘winning producer 
Bill Davis, King's Quest V made the leap in graphics resolution to fu 1 2&S - 
color VGA. Animations and backgrounds advanced from ■'computer art ’ to due 
Ihanc painted, fete-like scenes inhabited by Ife-fike and fluid-animated 
characters. Over fifty voice actors lent Ltier talenls lo the effort, making King's 
Quest V the most elaborate and cinematic game to date 

Synopsis: 

A year has passed since P r incess Rosella's journey to Tamir, and King Graham's 
nealto has been fufey restored. The Royal Family of Daveotry ,s whole once 
more, and all is well with the Kingdom Bus unbeknownst to Graham h s beloved 
family wilt soon be in grave danger! Somewhere far away a powerful presence 
watches the castle of Daventry with evil intent. Murdock, a wizard even more 
powerful than the late Manannan. has concocted a a resdf jI plan to capture the 
castle of Daventry, and the Royal Family within. He waits for the right 
moment to strike - when King Graham will be helpless to slop him. On that 
fateful day King Graham wi I return home to fine that his castle and his 
family have disapueared Graham must don his adventurer's cap once again 
and fine M or deck before term can come to Rosalia Alexander, and 
Valanice. With Cedric the owl, his reluctant guide, Graham journeys through 
f orests, across deserts. ova" mountains and oceans rn search of the evil wizard 
who hoias the Royal Family and the castle in his grasp 
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King's Quest VI Heir today, Goue Tomorrow (1992) 

From the opening SEqusrice of the came, there could be no doubt that if King's 
■Quest V redefined what computer gaming actually was, King's Quest VI 
provided the quality standard for the next generation. The state-of-the-art 
'floating camera’ sequence that opened the game. featuring young Prince 
Alexander as he sets out to find his "qirl in the Lower," gave computer gamers 
the world over a real view of what the new age dF multimedia computers 
could bring to classic storytelling. Trie character graphics Were based on 
motion-captures of real actors, giving the garre an unprecedented fee" 
of reality 

The K-.ng's Quest VI love song Gsrl In the Tower" a soulful duet featunng 
the voices of Bob Sergthold and Debbie Seibert, rivaled the best motion 
picture anthems of the year Continuing in a long tradition. Jane Jensen 
who would go on to design Lhe industry best-selling Gabriel Knight: Sms 
of the Fathers, assisted Roberta Williams in game design of this epic 

Synopsis: 

Pnnce Alexander sits in the Lhrone room of DaVentry. longing for the beautiful 
Cfissima. Suddenly, jus l as it had done a score oF years age fof his father, 

Lh e magic Mirror sprang to life to show him an image of irs beloved. But one 
look at her distraught face mace it clear that something lerrib e had happened 
to her! Immediate 1 / Alexander sets off by ship for her home — the 
Kingdom of the Green Isles 

F3a tiier unfortunately for Alexander, Lhe Green Is es ate surrounded by rocks 
and reefs, and he is shipwrecked. Washed up on the shore wsth little more 
Lhanhs signet nng and a single com he must unravel the twisted schemes 
of an evil vizier restore the kingdom to its rightful mters. anc win back 
Cassirra's heart, before she is married to someone else! 

King's Quest V the Ponce less Bride : 1 994 ! 

King's Quest VII featured an innovative chapter-based design, an intelligent 
bco^t marking system for saving games, and an easy po nt-and-dick irtE'face, 
making Lhe game more intuitive for Lhe novice gamier. whilE still being 
challenging for tnose who had enjoyed the series for Lhe past 1 D years i his 
was the first King's Quest gams Which could not be released on diskette, 
as the number of disks, which would be requirec to hold Lhe files 'would never 
frt m a game box. or even multiple ijame boxes! t he graphics were breaLhtakmg 
in scope, created by a team of animators who drew individual images, cel-style, 
and then digitaBy added color and sequenced the images to produce motion 
lhe resu ting animation not only set new standards for game graphics, but also 
nvaled or surpassed Lhe animation available on TV or Finn 
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Synopsis: 

Roselia of Coventry is 'eachirq mamageable age. ard nei motnerValamce hopes 
Id find a suitable natch fc' her daugnter. Unfortunately Rosel a nas no interest, 
either in tha men her mother has chosen, or n marriage ilse f! As the two of 
them walk in the weeds d scussing thi s very subject, Rosa la sees a small 
dragomspnle leap from a cord, saving behind l an image cf a fantastic castle 
floating in the clouds. Intrigued and feeling mischievous Rose 'la dives m’o 
the pond and disappears. Vaamcs lea os in after her, and Lne two find themseves 
drawn mte a vorles! of magical energy, and sepa r ated 

New each woman must pursue her own quest -- Rose a to save tha Volcanist 
Underground from the evil witch Ma cia, and Valan ce to find rierdaugnter 
Before hey can be reun led, each must cross the lard of E dntch, face the 
dangers of Ooga Socga delve into the World of sp 'its and legends, and finally 
confront Malic a r (he near! of an active volcano! 

King's Quest V III: Mask of Eternity (199tt| 

basket Eternity s Lne fma game In Lne King's Quest senes. The classic 
S sma adventure interface of the past has been replaced by a controversial, 
simplified pool and click nterface anc the characters now take the to'mof 
3D aolygcnal models This adventure features a rich, immersive story 3D 
techno egy ard camera centre that allows you to switch between f rst person 
Views and ctfiemati c Lnrd person views. Although you don't pay as a Royal 
family member in stme around and nesides the fact that trie game World Is 
only very loosely L ed to King's Quest, the game ;s sLil great fun to p ay on it's 
own merits. 

Synopsis 

When the Mask of Eternity, the symbol of order in a chaotic universe 
Was shattered by a powerful evil, the kingdom of Davertry was asset by a 
ternble curse You. Conner of Daventry, have been chosen by fate tc ma<e an 
epic journey through seven amazing lands tc recover tha lost pieces of the Mask 
of Eternity and restore light to a darkening world. It will take a I of your 
strength and intelligence to nav cate this world, interacting w th its strange 
inhabitants, battling monsters and sa ving puzzles on your way into and out 
of danger Succeed, and honor and glory will be yours. Fail, and tne forces of 
evi wil reign supreme, far Eternity. 



For more InTormaUon on the King's Uuesf games, please visit VJVVW.SIERRA.COW 1 
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hen playing an adventure game like KING'S GUEST 2 far ■■he first 
time, there may te times when you find yourself stuck or seemingly unable 
to progress further into the game. 


If such, is the case, usually the best thing to do is to explcne eacn screen 
thoroughly. Pay special attention, to things in each screen ■ you never know 
what could he useful; on your quest! Pick up anything that is no: nailed down 
and speak Loeveryone you can n order to find out what they Know 
Experiment with items in your inventory by clicking them on different 
characters or objects in the land of Daventry Sometimes the solutions to 
puzzles can be solved directly, and other times She solutions are more obscure 

THE INTERFACE 

The game is played using a poo-up icon bar interface, which appears 
whenever you move your mouse 3o the lop of the screen. Vou select 
the appropriate icon and then click it in the game screen to perform Hie 
action o' the currently selected icon Farmer informalion aouut She tcons 
in KING'S QUEST 2 VGA is shown on page 1 7 


THE INVENTORY 

As in any adventure game KING'S QUEST 2 VGA. has an Inventory 
screen The Inventory window Is best u escribed as your character's back- 
pack, where he stores alithe terns lhal he has collected during the course 
of the game. Your Inventory can be accessed in two ways Either, by moving 
the mouse to the top of the screen and selecting the inventory button '.the red 
bag) from the con bar or by pressing the CTRL and I keys simultaneously 
during the game, Either way, a window will appear, delaying all the 
items that your character is currency carrying, 

Tc select an item from your inventory for use in the game world, click the 
arrow pointer on the item Your mouse cursor will then Change into an smage 
of the icon. Then, just cress the OK button to return to the game. While your 
mouse cursor is still being displayed as the Item, simply click the ..tem on 
the character, object or location that you wssh io interact with. If something 
is supposed lo happen., it will happen. If not. you will receive a message 
telling you otherwise. 

NO I E if you want King Graham to eat, drink, open or otherwise interact 
with an item in any way, dick the item on Graham himself and watch 
what happen$f 
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/playing The Game| 


SPEAKING TO CHARACTERS 

In order to speak to another charaotB?; you must dick the Talk icon an 
them. If conversation is possibe, it will begin. You should try tanking 
tD every charactc r you meet in the game you never know what vital know* 
ledge or secrets Ihey could bo5d lor your and your quest? 


There is usually more than just one set way to solve each puzzle, though. 
So if you get stuck on something* don t despair, just try So think of a 
different way to approach the problem. 

If you are sti I sluck, visit the KING'S GUEST 2 VGA Message boards at 
www.tfojrag'afncjs.c-om .where you car request a specific hint,, and other 
people will be happy So offer you some playing Pps! 



The Icons 


THE ICON BAR 

hen your cursor is moved to the lop of the screen, the icon 
bar appears. These icons are WALK, LOOK, DO. TALK, 

ITEM, INVENTORY, OPTIONS, and HELP, 

The tcons are all standard Sierra icon interface, and work the 
same way as Sierra's o^d point and dick adventure games. Left 
click lo perform the action of the currently selected cursor Right 
dick lo cycle through available cursors. 

THE ICONS 

Click this icon to move Graham where you want him to walk. 

Click this on specific things lo receive a description about them. 

Use this lo pick items up and also to interact with your 
environment .(e.y. opening a door.) 

Position the talk cursor on the person (or thing) you want to 
speak to. If conversation is possible a conversation will begin 

• Whenever a green arrow appears over the wait icon 
(crown), this signifies that the sequence may be skipped 
by pressing the ESCAPE key. 

NOTE: Since some sequences contain vital infomnafton for comp eting 
the game, the SKIP SCEt^E icon will only appear if you have finished 
th e game at least on ce 

NOTE: Thins is s anna/L « ef point on mwf of Irio ahot-c it ana. This point 
represents the icon s hotspot and allows you to pinpoint exactly 
where you wtoft lo dick on screen. 

ITEM Displays the last inventory :tem you selectee Click it when you 
want Lo lee this item. 


^ WALK- 
LOOK- 


',y H AMD 


TALK 


SKIP 

SCENE- 





Game Options 

■ "v. ■ — — ^ . i ■ * 



INVENTORY: Choose this when you want lo see and se-ect from 
the items you're carrying. Within the inventory screen are several options: 


SELECT (Arrow): Selects ar item 

LOOK fl:yd). Disp ays a description of an item. 

USE fHamij Examines and/or Manipulates an item. 
OK: Returns to the game. 



HELP (Qiusfioii Mark), displays in game help information. 
OPTIONS: When pressed, severa options wi I be displayed. 
SAVE. RESTORE, RESTART, QUIT, AOS, ABOUT!?), 
PLAY, SOUND VOLUME, MUSIC VOLUME, SPEECH 
VOLUME and CAME SPEED. 


SAVE: Saves your games progress. 

RESTORE: Restores So a previously saved game. 

RESTART: Reslarts the game again from Lbe oeg inning. 

QUIT: Stop p aying. 

AOS: Information about the AGS engine 
ABOUT: Information about the game. 

PLAY: Return lo the game. 

SOUND VOLUME Alters. Ihe volume of in game sound effects. Drag the 

slider A*gher lo mcrease it. or lower lo decrease t. 
MUSIC VOLUME: As above, but for music. 

SPEECH VOLUME: If a speech pack is instated (and if one is 

available), this slider will incraasa'dacreaso the volume 
of charade spoken dialog. 


NOI’K ifihxxpeet'h park is naiftn u‘nt fijrifasjkta'hjHirk t.\ aui awilMe ft*e ihi-> 

puttie), tfu'ri ihi* .v/JfirA LYlifUflfc* alidet t -tMnttf fa ■ 


GAME SPEED: Alters the game's speed, depending on the slider level. 
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SAVjNG&RE^TORINGl 

* r /long the way. you may wish lo save the progress of your game. 
Doing so wi5l allow you lo resume game play from the save point 
at a later time. T his feature is very useful if, for example, your 
character des in the game, or also if you wan! lo qus! the game and 
return to it fa ter. tut do not wish to restart from the very beginning. 

If you have previously saved games, you can simply restore one 
of them and resume play from where you previously saved, 

SAVING THE GAME 

To save a game, move your mouse over the Lop section of the 
screen lo malie the scon bar pop up. Click tne Options Icon and 
then the save button on the resulting screen. Alternatively, you can 
press the F5 key at any point in the game. A new window will 
appear, containing a list of your previocsSy saved games (if any 
exist} and a text field, for you Lo type n a description of the game 
you wish lo save. Simply type in any name Lhal will remind you 
of ihe save point and oress OK. And that's il ■ your game has now 
been saved. I here are 20 available Save game slots available 
Use the up and down arrow buttons on the right edge of the save 
box to stroll through thft ItsL To save over a an existing game* 
slot, highlight !he old descnpbon in the lisl, then type in a different 
descnptson for your new savegame and press OK. 

RESTORING THE GAME 

fhe restore game box works in much the same way as the save 
game box, except it Is used Lo oad previously saved games. To 
access the restore game box, oress the options button on the pop 
up icon Par, and then press the restore button on Lne resulting 
screen or press F7 at any point In the game. The restore game 
window wall appear, with your saved games sled In the order that 
you saved them. To load one of Lhem, click on it so It is highlights 
and p r ess the restore button, The game will then be loedec. 
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Quitting The Game 


' * 1 you wish to stop claying the game and retorn io Windows at any 
lime, move your mouse to the top of the screen and make the pop 
up icon ba^ appear Click on the options button and then click Quit 
on the resulting screen. King Graham will ask you to confirm ;1 you 
truly want to quiL the game. Press Quit to return to Windows, or click 
Oops! to resume playing the game. You may ajso press the CTRL 
and Q keys at any Lime during the game if you wish to quit. 




_ tat - 
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ii this, page, is a Isslof Hot Keys, which you can, press during the 
game Pressing these keys acts as a converi erit shortcut, enabling 
you to quickly access some of morB common game menus and 
features. 



= Skips in-game Sequences/Cutscenes 
(Use with Caution*) 

= Displays the help screen 
= Quick Saue 
= Quick Restore 



Saue Screenshot 


CTRL-Q 


CTRL-I 


TAB 


Quit the game 
Access Inuentory 
Access Inuentory 
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?^^oub^ShootngJ 

you are experiencing problems with KING'S QUEST 2 VGA 
Please consulL 'lie section below, and see if your problem is listed, 

If II is, Lhen please follow Ihe suggested steps If it still doesn't work 
visit our message board at wu'w.tierrflgames.coin and let us know 
□t the problem you Ye having. 

PROBLEM 

-Sound effects and speech are exLremely quiet in the game 



SUGGESTED SOLUTION 

-Turn up the sound volume in Windows before you play the game. 
It may be necessary to double 'dick the speaker icon In the system 
tray, and individually adjust the separate slider levels. In particular the 
Wave/ Di reel Sound Ufthtnee and Plav control Balance settings. 

PROBLEM 

-i can't hear any sound or I receive an error message saying that the 
game was unable to initialize the sound 

SUGGESTED SOLUTION 

'Make sure that you have the latest version ol DirectX installed. 
Go to the Game options, and if Defauil Di reel Sou ml Device is 
selected, change it to Dofauli WaveOut Device, then try running 
the game again. Try experimenting with she different sound settlings 
and see if you can get a combination of them to work. 

PROBLEM 

'The game seems to have frozen! How do I return to Windows 
without rebooting my system? 

SUGGESTED SOLUTION 

-If the game has locked up far some reason, press, the ALT and X 
keys ai the same Lime. This will return you to Windows. 

PROBLEM 

'MIDI music doesn't work in my game, or it sounds bad. 

SUGGESTED SOLUTION 

-It s strongly recommended that you play Lhe game with the optional 
digital Music pack. The game was designed with the digital music in 
mind, and without it. you are missing over half of Lhe gaming 
experience! So if you can't get MIDI music to work., then forget about 
M Di and get the digital music pack instead! 
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GENESIS 


f/n June 20C 1 I sat down to write an expanded opening scene for a r emake 
pxposa the 1 1 we s to p tch to tne AGDs et Tierra Entertainment. The scene was 
fnonn King’ s Quest II: Romancing The Throne. a game which nad been made back 
n 19-B5 by S'erra On Line. It was quits an interesting challenge I wanted to 
explore the character or Graham. bringing out in him something that was both 
familiar and new for the many fans who knew him mplictly. 

After I had concluded the opening scene, which mirrored tne ong.nai (only with a 
•great deal more character emphas s and exposition), I realized the neea to nave 
a suitable concius.cn. After ail an opening neeced an ending toriva 1 it. So I tried 
to write one. 

A WRITER'S WORK IS NEVER DONE 

The end scene seemed to counter the intro we I, aoc iLfelt ise a cecent sub- 
pot riac been touched Lpon wnen ioo<;ng at trie two scenes side-by side However 
tne new booxenc plot (coming to the p ayeris attention only at tne two ends of the 
game) suggested that other scenes m ght be necessary to expand and exp a n my 
new additions to tne storyline, A mid-game cutscene was written in Fc iowee ey 
another 

By th s time, I nad subm tied what nad been wrttch so far to the AjGDs. Tine- r 
response had beer,: very positive They would indcec oe interested n remaking 
this game, with my added materal... out could mere parts of She game ae expanded? 
Such as a sub-plot surrounding Neptune's T'ment, for example. I agreed, not 
r ea izing tnen that this, would be the beg nning of an incredio e eve ulion that wou d 
span lour months... before even a s rglc i<ne of coce would be scripted for the game. 

By tne t me I was f nisried' (tnocgn that s not accurate, considering I was tweaking 
d alogue even as the game neared completion), I had a story written in novo format 
and a scmenplay based on that, running over 3 hundred pages long. Tne screenplay 
had become an experience n itself. It had to convey al the dialogue presented n 
□ r orderly and cone rent form. It had to ndude a po rts list, character list, 
river. tory and descriptions death messages, alternative ways to solve puzzles, 
optional a crons, fatal act ons, narrat-on design ci recti on, .. all in all, it was 
gjite an undertajtingJ I still cannot Pel eve it Hod* only a month So complete the- fji'st 
draft. Looking back I recall tnat the narccst part of writing tne screenplay was hav ng 
ta Dmit so much from tne short novel. Ain well, 

Dl r ng th s t me, semen shots of intended scenes for the game were be ng serf to 
me sc tnat I could write the random descriptions far them. More drafts o- the 
screen p ay soon fallowed: roLgniy one per month. By January 2" "2, the 'final 
screenplay was sent... anc ust in time - for a third of the game had already been 
scripted based on previous 'editions'. 

23 



Re-telling A Classic 

WHETHER OR NOT YOU SUCCEED AT FIRST, DO IT AGAIN ANYWAY 
No written work can be perfect the first tme src _ind (or second and third tor that mafic r). 
In fact, no written work can be without flaws, ..so it was only natural that even after toe 
final draft of Ibe screen play a plebora of little details were mulled ever Sr«u ; d Graham 
bo sitt : ng on a seahorae during one of Lne close ups.? if a clue is added in Platon to o 
partcuis r puzzle does it then become too easy to solve? WnhouL this same due, does rl 
become too difficult? Should the music be forceful in a oarticuiar scene, or shoulc il be 
gentle? Whal she-. Id the new characters took like? Should we mairla n that oari .of Ihe 
game, or replace if with something else? And the original Easter eggs... do we keep 
hose? Coutd we add new ones, and if so, what k-nd? 

These sorts cf questiens, and many, many more ^ad 1o be addressed throughout the entire 
production of the gome. It waslb'tunate that i was working with such a supportive, 
collaborative anc above all. profess onai team, or we might wen have all ended up in a big 
confused heap! 

WHY RE-WRITE HISTORY? 

K'gs Quest 1 1, mils original tom. naa lad Che foundations fbr a g real game. FSegretsuly 
many of the game's characters did not have he opportunity to shine. There were some 
intelligent and interest no puzzles 1o be solved, but ihe experience was over all too quickly 
With this nc-tellinc ol the classic lae. I focused on the characters; allowing heir 
personalities to c date the direction of the story to a degree. 

I alsDtook the opportunity to focus cn a number ef themes: The cycle of life. Denial -pf 
age and obsession with yuuth. Th?e assoctartran of cclours anc elements' to slagcs n the 
nstura order. Progress versus traditon Truth: that nol a‘- is at it appears. Jealousy. 

The lust for power Fath And above allege. uncondiliona love 

AND OVER TO YOU.,, 

I'd like to close by me 'tio'ing some of my favorite adoptions to the came. The revamped 
introduction, the Town of Xtfyma, the Tests' (you'll seel), an ever-lengthen no quest 
Involving a certain type ot headwear pumpkins and a wagon bad of poetry a stand out 
as highlights far me, 

0^,., and i sha not fargel the very last 1h ng you w i expedience in the game... 

So whal are you waiting for? Rediscover the adventure as Gra _ am journeys to Kolyma, 
his Destiny awaits.., once agair 

Daniel Slacey 
(AKA Cadbury WooKre) 
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Just The Facts 



King's Quest II: Romancing The Stones, you will find... 


- Approximately one hundred and forty screens: 25% are VGA 
enhanced versions from the seventeen-year-old game, 25% are 
modified versions of their AGE counterparts, a -id the remaining 50% 
are entirety original! 

- Around thirty 'speaking' characters, around half of wnioh are unique to 
this version of the game. Many of the others have had their roles 
considerably expanded; some even altered. 

- All 185 points from Use original game still intact (you II just have to find 
them!) 

Tons of new puzzles! 

- An intm and ending that, when combined, total nearly twenty minutes of 
beautifully illustrated, animated and scored storytelling! 
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WARNING: The following section 
contains specific hints, tips and puzzle 
solutions that are intended for novice 
players, to help them get started. The 
walk-through will describe how to solve 
a game puzzle, using the interface and 
icons in the game. 

If you do noE wish to receive such tips, 
and want to experience the entire game 
and its puzzles for yourself, please turn 
directly to page 29 .. 




& 


you have not done so already, cick an the introduction bittern to see 
why Graham has journeyed 1 to Kolyma. 

Click on Begin Game and 
you will see Graham 
standing on a pier with his 
own vessel departing a 
short way in the distance. 


Use the EYE icon on 
vessel. Now 
HAND 5 con on 
too late to leave 
ycu want to say a quic 
cheer o“ to vour crew, 
click the TALK ^con on 
the vessel 


M 





There's a net caught around one o' N* pier's pylons. T 
icon on d Hmm. . looks like Graham can't reach 


ry clicking the HAND 
it from where he's 




Maybe there's 
another way. Diving off the 
pier into unknown waters 
not be a goon idea, 
so perhaps he shoua take 
the long' way around. 

Use yie WALK icon to exit 
the screen to the right {click 
most right of the 
on the pier) 

Graham has now arrived at a beach in Kolyma. Waft oft the pte-r. onto the sand, 
and head into the water Graham w II start swimming when he reaches a certain 
point. Swim left and you wil end up in the screen yoL started in... on'y this time 
you re in the wateii Dick Ihe HAND icon on the net again. Aha! Graham has 
the net now and cart carry on with hs journey. 





Walkthrough 





Now might be 3 good bme to save your game. Click on the OPTIONS icon 
at the top of the screen ;tne one with the slider bars). Now dick or SAVE. 
Type in the name of tlms saved game Far example. "Swimming, have net' . 
Or oail it whatever you like, f hen click on SAVE. You will be returned la the 
game. 


I .^yc I 




CAM E PAUSED 


SOUND MUSIC SPEECH GAME 
'.'OLUME ','OUJME VOLUME SPEED 


&s m& 


Just far fun, keep swimming west 
(Sefl) until Graham gets into double 
and drowns. Oh we I its a good 
thing you saved your game! After 
reading the death message., click 
on RESTORE and select the game 
you saved earlier. Now you are 
hacx at the pier, still swimming in 
the water. 


Head right onto the beach screen again, and this time keep going until you 
reach a pool of water. Go nor lit (up) and east (right). Cross aver the bridge. 
On hie next screen tc Lite east you will see an interesting looking rock face, 
sel within the mountain side 

Perhaps you should gel a 
closer look. Walk between 
the two 'rock arms' and the 
rock transforms into a door with 
a face! TALK to the door and 
watch the ensuing sequence... 

You now know your quest. You must find Lhe three Gems of Nature and use 
them lo Goer the Doo' o?' Desti ny Beyond, the woman you hope to be your 
bride awaits a rescue:. Good luck! 


€l 

_ ' Not terribly fit, ere you? Swimminq 
™r for too loriq Ves a little too muchf 

*JlfiS!Cm£'v 

■ Res tan II * Quit 
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